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Problem exsisting

video games requirement: They need to 
entertain the users and be fun to play.

Laugh → engagement

Key problem: video games are interactive
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How they solved?
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Datapoints（40 players × 8 games × 3 minutes per game × 1 annotation per minute = 1,130 data points）

↓

Method 1: Affectiva（Business sentiment analysis tool based on 10 million user data. Testing 10 thresholds to find the optimal 
one. ）

Method 2: K+（ If neutral sentiment dominates → low engagement ）

Method 3: FFBD（Facial Features-Based Detection）

↓

Results

Results - 1
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§ FFBD achieved 74.7% accuracy.

§ FFBD can accurately identify the top 3 
most boring games, and the overall 
ranking is highly consistent with 
players' subjective evaluations.



Results – 2 industry applicability
§ It detected at least 5 low engagement events.

§ red: potential low engagement events
green: the non-low engagement events
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Positives
§ Practical Application for game designer.

§ Post-Release Monitoring.

§ Fine-Grained Real-Time Detection.

Negatives
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§ Low Recall Rate. The model only achieves 
41% recall for the low engagement class.

§ Cannot Distinguish External Factors. Like 
chat interaction, donations.

§ Limited Information Dimensions. Maybe add 
streamer's audio commentary, in-game 
actions, and chat interactions. 

Possible Future Work / Rating

1. Multimodal Data Integration. Incorporate additional data modalities to improve detection 
accuracy. 

2. Expanding Dataset Scale. Collect data from a more diverse population.

Rating:(3/5): This is a high-quality empirical paper that pioneers real engagement detection with 
promising results (83.3% ranking correlation) and positive industry feedback, but is held back from 
top-tier status by low recall (41%), limited dataset scale (40 players, 8 games), and lack of causal 
insights into why engagement drops.
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Discussion Points
1. Is low engagement always a design flaw, or could it be player factors, external distractions, or 

intentional design (e.g., tension in horror games)?

2. Does "real engagement" measured with constant interruptions actually reflect uninterrupted 
gameplay engagement? Can a model trained on short, fragmented lab sessions generalize to long 
natural streaming sessions?

3. Should we prioritize recall (catching all issues, currently only 41%) or precision (reducing false 
alarms, currently 74.7%) for practical use? In industrial settings, which metric is more critical? 
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Thank you!
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